



































































































被験者は本学文化学部の 3年次生で，TOEFL ITP のスコアは 437 点～ 515 点である。被験者は






























グループ，クラス内 視覚的資料 , 音声録音，オートプレイ






ピック 1, 3）あるいは技術的，手順的要求（グループ vs. 個人，録音 vs. その場で声によるプレゼンテー
ション，オンラインでの提出やフィードバック）という観点から制御された。











































































Deci, E. L., & Ryan, R. M.（1985）. Intrinsic motivation and self-determination in human behavior. New York: Plenum.
Gobel, P., & Kano, M.（2013）. Implementing a Year-long Reading While Listening Program for Japanese University 
EFL Students. Computer Assisted Language Learning, 27, 4, 279-293. DOI: 10.1080/09588221.2013.864314
Gobel, P., & Kano, M.（2014）. Japanese teachers’ use of technology at the university level. Attitudes to technology 
in ESL/EFL pedagogy. Arabia TESOL Publications, 36-52.
Ho, M. C., & Savignon, S. J.（2013）. Face-to-face and computer-mediated peer review in EFL writing. CALICO 
journal, 24（2）, 269-290.
Kim, S.（2014）. Developing autonomous learning for oral proficiency using digital storytelling. Language Learning 
and Technology, 18（2）, 20-35.
Morgan, H.（2014）. Using digital story projects to help students improve in reading and writing. Reading 
Improvement, 51（1）, 20-26.
Ono, Y.（2014）. Motivational Effects of Digital Storytelling on Japanese EFL Learners. Proceedings of CLaSIC 
2014, 414-431
Razmi, M., Pourali, S., & Nozad, S.（2014）. Digital Storytelling in EFL Classroom（Oral Presentation of the 
Story）: A Pathway to Improve Oral Production. Procedia-Social and Behavioral Sciences, 98, 1541-1544.
Robin, B. R.（2008）. Digital storytelling: A powerful technology tool for the 21st century classroom. Theory into 
practice, 47（3）, 220-228.
Susono, H., Ikawa, T., Kagami, A., & Shimomura, T.（2011）. Digital Storytelling “Tegami（A Letter to My 
Future Myself）” Project by Japanese Junior High Students. In World Conference on Educational Multimedia, 
51デジタル・ストーリーテリング・プロジェクトの複雑性
Hypermedia and Telecommunications（Vol. 2011, No. 1, pp. 2324-2327）.
The center for digital storytelling. http://digitalstorytelling.coe.uh.edu/index.cfm（Retrieved December 9, 2015）
Thorne, S., & Black, R.（2007）. Language and literacy development in computer-mediated contexts and 
communities. Annual Review of Applied Linguistics, 27, 1-28.
Willis, D. and J. Willis.（2007）. Doing Task-based Teaching. Oxford: Oxford University Press.
Yang, Y. T. C., & Wu, W. C. I.（2012）. Digital storytelling for enhancing student academic achievement, critical 









Digital storytelling projects provide a variety of opportunities for learning in the language 
classroom, but also create a number of challenges for both pedagogy and technology. This paper 
describes a multi-method study into factors involved in task-based learning using digital storytelling. 
Using intact classes, study participants were required to create a series of digital stories and present 
them to their peers. The stories were quantitatively analyzed using the factors of module（topic）, 
time, medium, and reported technological proficiency. Student attitudes towards the tasks were 
gauged using a questionnaire based on Self-determination Theory（Deci & Ryan, 1985）, which 
measured perceived task cost and value, engagement with the task, and expectancy for success on 
future tasks. It was hypothesized that more unfamiliar topics would lead to perceptions of higher cost 
and less engagement on the part of the participants, and that experience and familiarity with 
technology needed for task completion would lead to perceptions of those tasks as having greater 
value and a higher expectancy for future success. An analysis of the results suggested that a 
connection between topic/cost and engagement was not supported, while a connection between 
familiarity with technology/value and expectancy for success was found to be inconclusive. However, 
there were several interesting findings that suggest that digital storytelling can be incorporated into 
EFL classes for distinct purposes. The results of the study underscored a need for more support 
regarding the technical aspects of the DST projects and suggest a number of areas for future 
research, such as projects using a variety of formats and mobile devices, online peer feedback at each 
step, and the effects of recursive training sessions（teacher or peer-led）.
Keywords : digital storytelling, action research, learning management, media in education, student 
use of technology
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